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FOREWORD 


This is my first time working with both Ben 
(NeverNotDM) and Jeremy and it’s been а really great 
experience! We came together to work on Encounters in 
Ravenloft, and Rothsville was born from one of them. 
‘When we realized how detailed and complete it felt as 
we were finishing it, we decided The Withering of 
Rothsville deserved to be its own adventure. We hope 
that Rothsville is an enriching experience for you and 
your players. 


Christian and the team 


“TWITTER, TWEET, RETWEET, and 
the Twitter logo are trademarks of Twitter, Inc. 
or its affiliates.” 


If you like what you see, you can find more of ту 
work below: 


http://czrpg.com 


Tiginally, this short adventure Was 
WN \ written as part of Encounters т 
| Ravenloft, but we've decided to separate 
7 it from that product and release it on its 
) own. We believe this adventure 
provides a complete D&D experience 
that heavily leans into the combat and exploration 
pillars of the world’s greatest role-playing game. 


PRODUCT OVERVIEW 


The Withering of Rothsville occurs in the 
settlement for which it is named, a small hamlet 
in the woods split by a large creek. Though this 
product provides guidelines for placing 
Rothsville within two specific Domains of Dread, 
you can place this adventure in any Domain or 
other setting using the guidance provided in the 
Setting-Neutral Usage section. For ease of use, 
this supplement includes a top-down map of the 
entire hamlet and another map detailing the 
interior of each building。 “~ 


SETTING-NEUTRAL USAGE 

While Rothsville is located within a Domain of 
Dread, this product also includes a more vibrant 
map for use in any setting, horror or not. To run 
this adventure outside of Ravenloft, include the 
withered vampires and their method of creation 
into the lore of your chosen setting. 


THE HAMLET 


БЫ" he tiny hamlet of Rothsville is located in 

the heart of any forest or woods. The 

Withering disease, the primary threat 

to Rothsville (as explained in The 

Adventure chapter) comes from the 

Domain of Dread called Sanguinia. 
Prince Ladislav, the disease’s creator, doesn’t want 
to unleash the plague too close to home, so it 
probably makes the most sense to place Rothsville 
in any domain but Sanguinia. However, if you 
choose to set the adventure in Sanguinia, we 
recommend placing Rothsville in a remote location, 
like the small woods west of Fagarus. For DMs who 
wish to set this adventure in Barovia, place the 
hamlet anywhere in the Svalich Woods, preferably 
between Vallaki and the villages of Barovia or 
Krezk. 

Rothsville’s founder, Father Yusef Во оу, set 
the very first structure, the Morningtouched 
Church, on an elevation overlooking a tiny valley 
bisected by a large, rich creek. Father Yusef offered 
comfort and hospitality to any hunters and 
travelers who found their way to the church, using 
their respite as an opportunity to share his faith in 
the Morninglord. Some of these guests, so 
enamored with Father Yusef and his beliefs, 
decided to make the small valley their home as well. 

The hamlet’s inhabitants are descendants of the 
very first six families that made Rothsville their 
home. Already in its tenth generation, Rothsville 
still continues to serve as a refuge and safe haven 
for travelers and hunters alike. 


POPULATION 


The hamlet of Rothsville has a total population 
of eighteen people spread across six families . All 
Rothsvillians are fervent disciples of the 
Morninglord and good-hearted, humble folk 
with their fair share of flaws. When they агеп'ї 
working and providing for their families and the 
community, the citizens of Rothsville like to 
spend time together eating cooked game and 
drinking wine. Once a week, they also gather 
behind the general store and share stories by the 
campfire. A brief description of each family and 
their members is included below. 


ROTHLOV FAMILY 


Members: Father Stephan, married to Petrovlok 
Kiilich. 

Father Stephan (he/him, LG, male human 
acolyte), the current head of the 
Morningtouched Church, is arguably the most 
pious person in Rothsville, always finding the 
Morninglord’s light in the darker stories and 
situations. Though most Rothsvillians believe 
Stephan is overly optimistic, this behavior is the 
very reason why Petrovlok (he/they, LG, male 
half-elf acolyte) fell in love with him. Both share 
a strong faith for the Morninglord and spend 
most of their time preparing the weekly service. 
They also tend to visit the other people in the 
hamlet, making an effort to cultivate a positive 
relationship with their fellow Rothsvillians. 


MERKELis GENERAL 
STORE AND STABLE її 
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MERKEL FAMILY 


Members: Darkilov, married to Fanika. 


Darkilov (he/him, NG, male dwarf commoner) 
and Fanika (she/they, LG, female dwarf scout) 
are a joyful couple that own and run Rothsville’s 
general store and the stables. Their business 
supports locals and visitors alike, occasionally 
trading goods with nearby settlements (perhaps 
Fagarus, Vallaki, or other towns, depending on 
where you set the adventure). Their main trade 
is the crafting of quality wooden products, like 
chairs or tables. Due to Darkilov's role as the 
family’s carpenter, Fanika is the one responsible 
for running the store. Once a hunter, Fanika 
took over the family business when her father 
died a few years back. They are worried about 
who to leave the store to once they pass, but, 
believing they still have many years ahead, 
procrastinate on grooming a successor. 


DRESDENOV FAMILY 


Members: Rothok, married to Holenka. Children: 
Dilka (daughter) and Diotr (son). 


Rothok (he/him, CG, male human veteran) and 
Holenka (she/her, NG, female human noble) 
own and run the Ravenkind Inn with their 
children Dilka and Diotr. They are very receptive 
to all kinds of visitors, as long as they are 
respectful to the Dresdenovs and to the other 
locals and guests. Rothok served as a mercenary 
soldier in the domain of Staunton Bluffs for a 
decade (the DM can choose another domain for 
Rothok’s military service if it suits the campaign 
better). He retired once Dilka was born so he 
could take care of their daughter while Holenka 
ran the inn. 

Despite his retirement, Rothok always keeps 
the +1 silvered longsword his wife bequeathed him 
on their wedding day at his side out of habit. 
Holenka inherited the blade from her 
grandmother, who was one of the last members 
of a Barovian chivalric order called the Knights 
of the Raven, now all but extinct. Only Holenka 
knows that her grandmother escaped persecution 
by agents of Barovia's ruler. She later established 
the inn as a covert meeting place for her fellow 
knights, who were being hunted down by Strahd 
and other darklords.However, Holenka she hasn’t 
seen a member of the order in decades. She keeps 
her knightly ancestry a secret from her 
neighbors. 


VELKY FAMILY 


Members: Borys, married to Kanila. Child: Kersten. 
Borys (he/they, LG, male dusk elf scout) is the 
best hunter in Rothsville, working with his 
adolescent child Kersten (they/them, NG, non- 
binary half-elf (or dusk elf) scout) to bring 
decent game back to the locals and sell any 
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exceptional game to the Merkels. Kanila (she/ с 
her, NG, female half-elf commoner) is За 
Petrovlok’s sister and a talented herbalist, often р 
accompanying her family on hunting trips to 

track herbs and flowers instead of animals. She 

sells some of her salves to the Merkels and 

donates some to the church. She also tends to the 

vegetable garden, selling any surplus to the 

Merkels. 


PETROVKA FAMILY 
Members: Orel, married to Radinka. Child: Yarmilla. 


Orel (he/him, CG, male human scout) is the 
hamlet’s fisherman and a bonafide expert with a 
net and rod. He’s also good at spearfishing, but 
the cold waters of the creek don’t allow him to 
use this method regularly. Though his wife 
Radinka (she/her, LG, female human scout) 
sometimes accompanies the Velkys on their 
hunting trips, she spends most of her time taking 
care of their daughter, Yarmilla. Orel is a bit 
frustrated that Yarmilla has not shown any 
interest in fishing, preferring to help the Merkels 
count and catalog goods at the general store 
instead. 


PETSELKY FAMILY 


Members: Tibor, married to Chesna. Children: Miko 
and Mysta. 


Tibor (he/him, NG, male half-orc scout) is the 
hamlet's trapper, often working with Radinka 
and Borys to determine where to best set his 
traps. These traps serve to catch game, scare 
them away from Rothsville, or even warn the 
hamlet of potential intruders and predators. His 
wife Chesna (she/they, CG, female orc), a 
lumberjack, collects wood from the surrounding 
trees and sells the excess to the Merkels. Miko, 
their seven-year-old half-orc boy, took great 
interest in his mother’s profession and loves to 
chop wood at home. Their thirteen-year-old 
half-orc daughter, Mysta, on the other hand, is 
fascinated with the most complex traps and 
spends most of her time with Tibor learning how 
to create them. 


DEFENSES 


Most of the creatures in the surrounding woods 
have learned to leave Rothsville alone. While the 
hamlet and its folk have been targeted by evil 
forces in the past, they are far from defenseless. 
The Morningtouched church is blessed ground, 
protected by an ancient hallow spell. In the valley 
below, the people of Rothsville fight in the name 
of the Morninglord with carefully placed traps 
and the prowess of their skilled hunters and 
soldiers. 

If Rothsville is set іп Barovia, some of Kyril’s 
werewolves tried to kidnap Yarmilla a while back. ТА 


4 managed to repel the invaders, killing 
Ives іп the process with spells and 
blades and arrows. A week later, the 
anthropes returned and were thwarted yet again, 
ng another werewolf in the process and ending 
their attempts to capture Yarmilla once and for all. 
If this adventure takes place in Barovia, Father 
Stephan uses the priest stat block instead of the 
acolyte. 


ECONOMY 


With fish and fresh water from the creek, fertile 
soil to grow fruits and vegetables, and ample 
wood from the surrounding forest, Rothsville is 
mostly self-sufficient. On some occasions, the ! 
Merkels sell surplus goods to any nearby 
settlements and trade them for products they 
cannot produce in Rothsville. The dwarves take 
requests from the other locals and return with 
the required items. 

The Merkels are authorized to resell other 
people's products, like salves, vegetables, and even 
hunted game. The Rothsvillans also ensure that 
Father Stéphan always has the required material 
comp 8 protective spe: 


RUNNING THE ADVENTURE 


This module is designed for four adventurers of 
5th-7th level. To run this adventure, you will 
need the Player's Handbook, Monster Manual, and 
the Dungeon Master's Guide. In addition, you may 
need any Ravenloft-specific module like Curse of 
Strahd. Any difference or customization іп а 
monster’s stat block is mentioned in the 
encounter information. 


SANGUINIA AND ITS DARKLORD 


Sanguinia is a cold, harsh domain dominated by 
high mountains, misty valleys, and the hereditary 
monarch Prince Ladislav Mircea. The reclusive 
prince is also secretly the Darklord of the domain 
and a vrykolaka, an ancient and particularly 
hideous type of vampire deeply connected to 
plagues and disease. Vrykolakas feed not only on 
blood, but on other bodily humors such as bile 
and phlegm. Most of these wretched horrors are 
content with preying on towns and travelers, but 
Prince Ladislav is no ordinary vrykolaka. Ruling 
the Sanguinian people with an iron fist, he claims 
his victims in secret and subjects them to his 
blasphemous research. 

Prince Ladislav is an alchemist, tormented by 
an insatiable hunger for more knowledge about 
the plague of undeath and how to cure his own 
vampirism. His selfish and bloody deeds to 
protect himself from a plague attracted the 
attention of Ravenloft’s Dark Powers. When 
Ladislav died of the plague despite his ruthless 
cruelty, the Dark Powers raised him as a 
vrykolaka and pulled Sanguinia into the Mists 
from the Material Plane. Now, from his dark 


ін 
THE ADVENTURE 


ZE 


perch within the many-spired Castle Guirgiu, 
Prince Ladislav has begun dreaming of 
experiments on a larger-scale, beyond those he 
conducts on one or two victims at a time. 

Using his own blood, Ladislav has created the 
Withering, a disease that turns its victims into a 
feral, blighted form of vampire. Not wanting to 
unleash the plague in his domain (where it might 
endanger his own feeding stock), he has sought 
to either study the infection in another 
Darklord’s domain or keep it contained in a 
remote and isolated area of Sanguinia. Wherever 
you choose to set this adventure, Ladislav has 
settled on one small settlement as his testing 
ground: Rothsville. 


BACKGROUND 


About ten days before the party arrives, Alexi 
Minrovan, a hunter from one of the surrounding 
settlements, deliriously stumbled into Rothsville 
with a burning fever and a strange slash mark 
across his arm (inflicted by one of Ladislav’s 
creations and on his orders). 

Since the hamlet has no doctor, the townsfolk 
brought him to Father Stephan. Using every 
ounce of power bestowed upon him by the 
Morninglord, Father Stephan tended to Alexi but 
saw no signs of improvement. Before Stephan 
could send for aid, the disease ran its course, 
turning Alexi into a withered vampire and 
spreading the Withering to Father Stephan. 

The two withered vampires then spread their 
infection to the remaining Rothsvillians, who 
attempted to mount a defense at the Ravenkind 
Inn but were quickly overwhelmed. The 
villagers, now withered vampires, have dispersed 
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` into the surrounding forest, ready to inflict their 


blight onto unfortunate travels under the cover 
of the nightly mists. 
= > 


Tue WITHERING 

The Withering is a disease and curse that turns 
its victims into dehydrated husks with а cravin 
for blood. When a humanoid is infected with the 
Withering, they are considered poisoned. Ifa 
humanoid is healed by a lesser restoration spell or 
similar magic, such as а paladin’s Lay on Hands, 
within the first minute of their infection, they 
are cured. After one minute, the creature is 
cursed and can only be cured with a remove 
curse spell or similar magic. While cursed, the 
creature must succeed on a DC 15 Constitution 
saving throw every 24 hours or gain a level of 
exhaustion that cannot be removed except by 
magical means. When the cursed creature dies, 
they rise a minute later as a withered vampire. 


ADVENTURE Hooks 


Known as a safe haven in the midst of a dangerous 
forest, Rothsville and its Ravenkind Inn offer a 
welcome respite for local travelers and hunters 
alike. In case the need for such a refuge is not 
enough to lure the characters to town, some other 
hooks to bring them into the adventure are 
suggested below. 


THE WORRIED WIFE 


A woman named Dasilka Minrovan approaches the 
party asking them to find her husband, Alexi, who 
should have returned from his hunting expedition 
two days ago. Alexi and Dasilka do not live in 
Rothsville, but she knows that his hunts usually 
take him to the woods outside the hamlet. When 
this happens, he usually spends his nights at the 
Ravenkind Inn, which is owned by family friends. 
She suggests the party start their search there and 
offers them her amulet, worth 250 gp, if they bring 
her any news on Alexi. 

The amulet has been іп Dasilka's family for many 
generations. Strung along a silver chain, the amulet 
is encrusted with several tiny emeralds and ends in 
a bigger sapphire. 


A Lorp’s REQUEST 


Similar to the hook above, but instead of a wife, the 
characters are approached by the employee of an 
authority figure, like a baron or lord. They want to 
know the whereabouts of their personal master of 
the hunt, Alexi Minrovan. The lord mentions that 
Alexi often spends nights in Rothsville at the 
Ravenkind Inn. 

The lord offers the party 250 gp for any 
information they bring back to them, and an 
additional 250 gp if they bring the hunter back, 
dead or alive. 


Bap Luck 


As the party travels through the Domains of Dread, 
they find a creek with clear and obvious human 
tracks. They can tell that it is a well-worn path that 
likely leads to a settlement. If they follow the 
tracks, it leads them straight to Rothsville. 

Alternatively, the party can simply come across 
the settlement while traveling down a small road or 
wandering through the woods. 


THE INVESTIGATION 


When the characters arrive in Rothsville through 
the west side, along the creek, read or paraphrase 
the following aloud: 


The small village of Rothsville is little more than 
a cluster of buildings built within a tiny vale in 
the woods. Wisps of mist cling to the tops of the 
scrawny trees that surround the buildings. 


There are no lights coming from the buildings 
and no chatter from the town square, just the 
cold breeze blowing through the empty streets 
and the sound of ravens fighting over scraps. 


The sections below detail the different locations 
the party can explore in Rothsville as well as any 
important clues they can discover at each location. 


TOWN SQUARE 


When the adventurers enter the town square, read 
or paraphrase the following aloud: 


A well stands solemnly in the center of the small 
town square, and a bucket lays tipped over a few 
feet from the well. Dozens of muddy footprints 
are scattered around the inne and there appear 
to be signs of a struggle: a handcart lies tipped 
over, its radishes rotting on the ground, and the 
door to the inn has been burst open. 


The characters can learn the following information 
from the town square with the appropriate 
Wisdom (Survival) and Intelligence (Investigation) 
checks (you decide how much information to give 
the characters based on their rolls, there is no set 
DC): 


+ There appear to be about twenty sets of 
footprints, all wearing shoes and of normal 
humanoid size 

+ The footprints are chaotic and random, as if 
there was a panic 

+ The water from the spilled bucket has dried 
despite the damp weather, meaning this 
happened more than a day or two ago 

+ There are dried bloodstains on the wagon. The 
players can determine that there is not enough 
blood for someone to have bleed out. 

+ Fifteen to twenty pairs of tracks, all with shoes 
and of normal humanoid size, lead into the 
woods to the east of the town. 


MORNINGTOUCHED CHURCH 


When the players enter the chapel, read ог 
paraphrase the following aloud: 


The doors to this modest chapel are wide open 
and creak slightly in the cold breeze. Six wooden 
pews, three on either side, fill the space. Two of 
them have been knocked over. Dim light streams 
in through the windows, illuminating a small 
wooden altar. A silver ciborium in the shape of a 
sun sits on the altar, and the door to a small back 
room hangs on one hinge. 


The Morningtouched Church was once a beacon of 
protection for the small town and was protected by 
an ancient hallow spell. However, when Father 
Stephan was murdered on sacred ground by the 
risen Alexi, the spell broke. The church is now 
considered desecrated. 

The characters can learn the following 
information from the church with the appropriate 
Intelligence (Investigation or Religion) or Wisdom 
(Survival) checks (you decide how much 
information to give the characters based on their 
rolls, there is no set DC): 


+ The chapel is dedicated to the Morninglord (a 
successful Intelligence (Religion) roll reveals 
more information about this deity; refer to 
The Morninglord sidebar) 

+ The piece is on the altar is silver plated and 
worth 50 gp 

+ There аге blood stains оп the stone floor, but 
no one bled out here and there are no large 


smears of blood 
The door to the priest’s quarters was blown off 
its hinges from the inside 


= ~ 
THE MoRNINGLORD 
The Morninglord is the god of the rosy dawn 
that marks the end of every night, a warm deity 
of healing and hope that grants his clerics the 
domains of life and light. Sages believe the same 
god is worshipped in the Forgotten Realms by 
the name Lathander. In the Domains of Dread, 
the Rose-and-Gold God's cult began with a 
Barovain prophet, Martyn the Mad. Martyn 
claimed that when he was а young boy, the 
Morninglord appeared to him in physical form 
and protected him from undead. 

Based on this singular encounter, the 
Morninglord is usually depicted as a luminous, 
sylvan humanoid. Although he is formed of soft, 
golden light, his face is smeared with blood, 
indicating that even the greatest good may hold 
some evil stain and the most depraved evil may 
yet contain a spark of good. The cult asks little of 
its followers, save that ‘they treat each other with 
kindness and that they retain hope even in the 
darkest of times. In churches of the 
Morninglord, paintings, mosaics, and stained- 
glass windows often depict his appearance to 
Martyn or the events described in a popular 
prophecy that procaine the deity will someday 
return and deliver these lands from evil 
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Stephan’s Living Quarters), read or paraphrase the 
following aloud: 


This small living space consists of a large bed, 
small cot, and a living area with a kitchenette 
attached. The dining table has been knocked over 
and rotting food has spilled across the floor. 


The characters can learn the following information 
from Father Stephan’s Living Quarters with the 
appropriate Intelligence (Investigation) or Wisdom 
(Survival) checks: 


+ А struggle likely began near the cot; scratch 
marks on the floor indicate someone was 
desperately trying to avoid being pulled back 
to the bed 

The floor near the cot (not the large bed) is 
splattered with blood, but once again not 
enough to conclude someone died here 
There is a safe in Father Stephan’s nightstand 
that can be opened with a successful DC 15 
Dexterity (Thieve’s Tools) check or a DC 15 
Strength (Athletics) check. If the players 
attempt to smash through the lock and are 
unsuccessful, they damage the contents. 
Inside Father Stephan’s safe is his medical 
journal, which contains the following 
information: 

+ Alexi Minrovan was а wolf hunter who 
frequently visited Rothsville on his 
expeditions. A fairly sturdy man, he 
returned after a day of hunting with a 
strange laceration on his shoulder 

« Alexi was burning of fever and incredibly 
dehydrated 

+ Despite receiving fluids, Alexi was 
constantly dehydrated 
Lesser restorations eased the symptoms, 
but did not cure him, leading Alexi to 
believe this was somehow both a curse 
and a disease 
Father Stephan believed curing Alexi 
was beyond his skill and planned to call 
for aid from a larger town, but Alexi 
died before he could send word. 

+ The last entry notes that Alexi died 

about five days ago around dinnertime. 

+ Stephan’s notes on the disease progression 
are very technical, but a character can 

interpret them with a successful DC 13 

Wisdom (Medicine) or Intelligence 

(History) check: 

+ Symptoms of the disease include a fever 
and massive dehydration 

+ Stephan believes someone infected by 
the disease dies in 5-7 days 

+ The disease does not appear to spread 
through air, but likely through contact 
with a person’s blood 

+ A lesser restoration spell should be 
effective if applied immediately, before 


the curse has a chance to take hold е 
+ Alex would пої consume апу food « 
containing garlic ог anise. В 


RAVENKIND INN 


If the characters enter the inn, read or paraphrase 
the following aloud: 


The doors to this small, rundown inn have been 
smashed, and splinters of wood and glass are 
scattered across the dining room. Nothing burns 
in the hearth, and a small creaky staircase leads to 
the second floor. Broken clubs, knives, and 
pitchforks litter the stained wood. 


The characters can learn the following information 
from the inn with the appropriate Intelligence 
(Investigation) or Wisdom (Survival or Perception) 
checks (you decide how much information to give 
the characters based on their rolls, there is no set 
DC): 


+ The door to the inn was hastily barricaded 
with tables and benches 

+ The windows were broken from the outside, 
and something used them to get inside the 
building 

+ There are many sets of normal-sized humanoid 
footprints outside the inn 

+ Ther е are deep scratch marks on the door and 
near the windows (on the outside); whatever 
attacked this inn likely had sharp claws, about 
four to five inches in length. 

+ There is blood splattered throughout the inn, 
but once again not enough to conclude 
someone died here 

+ Nothing appears to have been looted (see loot 
below) 

“ A silver arrow is embedded іп the wood near 
the door 

If the characters look for salvage, they find an old 

but well-made scabbard emblazoned with heraldry 

of a raven (worth 15 gp), a small safe with 10 gp, 

15 sp, and 40 cp under the bar counter, 5 bottles of 

poor wine, 2 barrels of ale, a set of cook’s utensils, a 

decently stocked kitchen (enough to make 3 rations 

for each character), and a string of garlic. A 

successful DC 15 Intelligence (History or Religion) 

check identifies the raven carvings on both the 
scabbard and some of the inn’s fixtures as symbols 
of the Knights of the Raven, a Barovian order that 
was hunted down and is now likely extinct—it is 
probable the inn was once a covert meeting place 
for these paladins. 

BENEATH THE FLOORBOARDS (OPTIONAL) 

If one or more characters roll а 15 or higher on a 

check to search the inn, the one with the highest 

roll also discovers a secret door in the floor behind 

the bar in the common room, This leads down to a 

very small hidden cellar (5 feet by 5 feet). It used to 

be a hiding place for fugitive knights, but now two 

children have taken refuge here. One clutches a 
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bundle of garlic cloves, and the other has а cup of 
anise. These are most likely Dilka and Diotr, 
secreted here by their mother, the innkeeper 
Holenka, but you can choose any children you wish 
from the Hamlet section as survivors. The children 
are noncombatants. 

The children were hidden before the vampires 
broke into the inn and therefore do not know what 
the creatures look like. All they know is that they 
heard a lot of screaming and then nothing but 
people walking away. 


MERKEL’s GENERAL STORE AND STABLE 


If the characters enter the general store and 
investigate, they can learn the following 
information: 

+ There was a small fight in the general store, 
but nothing appears to have been looted. 

+ If the adventurers look for salvage, they find 
the following with a successful Intelligence 
(Investigation) check 

* DC 10: 1 silk rope, 5 rations, 2 longbows, 
and 2 daggers 

+ DC 15: All the above and coin purse with 
15 gp, 20 sp 

+ DC 20: All the above and potion of healing 

When the characters enter the small attached 

stable, read or paraphrase the following aloud: 


As you approach the stable, a horrid stench fills 
your nose. Peering inside the dark interior, you 
see the vague outline of horses scattered across the 
floor. Their corpses are shriveled and withered, 
and all that remains are the dessicated husks of 
these once proud beasts. 


If the characters investigate the corpses, they can 
learn the following information with a successful 
DC 15 Wisdom (Medicine or Survival) or 
Intelligence (Investigation or Nature) check: 

+ All the blood and fluids inside the horses’ 
bodies have been drained as if they were 
sucked dry. 

+ There are slash and bite marks across the 
bodies 

“ The bite marks were made with two fangs 


SCATTERED HOUSES 


If the characters investigate the scattered houses, 
they can learn the following information: 


+ There were signs of the denizens attempting to 
flee 
“ A dinner, long since rotten, sits on the table 


SURVIVING THE WITHERED 


After the characters finish their investigation of the 
town read or paraphrase the following aloud: 


As the last rays of sunlight fade beneath the tree 
line, dark grey mists begin to sweep through the 
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town. Wisps of fog cling го the ground, covering 
the footprints of the battle. [Choose опе 
character or group of characters closest to the 
woods], you see something moving towards you 
in the mist; a hunched, staggering form. 
Suddenly, the form emerges and you see a dark, 
shadowy corpse with a dull, red light shining 
through its withered body and empty eye sockets. 
Tt looks at you with those empty eyes, screams, 
and then charges. 


Roll Initiative. The withered vampire surprises 
the character(s) if they are not actively keeping 
watch or do not have a passive Wisdom 
(Perception) score of 15 or higher. When the 
characters defeat the lone withered vampire, they 
hear the shrieks of more turned Rothvillians in the 
mists. They are rapidly approaching and will reach 
the hamlet soon. 

Give the characters one minute to prepare for the 
arrival of 1d4 + 1 withered vampires. They can 
attempt to barricade themselves in the church or 
inn, set traps, or find a favorable position to set up. 
After one minute, the withered vampires exit the 
tree cover, and descend upon the town. Roll for 
initiative. 

Upon defeating the second wave of withered 
vampires, they hear the cries of more withered 
vampires in the distance, closing in. Give the 
characters another minute to prepare for 2d4 + 2 
withered vampires. 

After the third wave, the character must survive a 
final assault. Give them one minute to prepare for 
the final wave of 3d4 + 2 withered vampires. In 
this wave, the withered form of Rothok, the town's 
veteran, appears. Rothok uses the withered 
vampire stat block with the below changes: 


+ He has 53 (8d8 + 16) hit points 

+ His AC is 15 (studded leather armor) 

+ With his Multiattack. Rothok makes three 
attacks: one with his Bite, one with his Claws, 
and one with his +1 silvered longsword (+6 to 
hit, 9 (1d10 + 4) slashing damage), which bears 
beautiful carvings of raven heraldry matching 
that of the scabbard found at the inn. 


DEVELOPMENTS 
There are a few outcomes to this adventure and the 
most common ones are listed below. 


Information Acquired. The characters defeat the 
withered vampires and discover what happened to 
the town. If they were set by a local lord they can 
return with the information on the withered 
vampires in other domains. Figuring out that 
Ladislav is the one behind this situation can be the 
crux of a follow-up adventure. 


An Invisible Witness. Once the entire village is 
slaughtered or transformed, Ladislav intends to 
summon back his undead spawn for further ," ， 
examination. However, he also wants direct. ы 
eyewitness accounts. Не may have ordered a 


servant—perhaps a low-level artificer (alchemist) in м 
his service using а scroll, ог ап imp summoned Бу a З ` 
warlock in Ladislav’s employ—to turn invisible, і 
enter the hamlet, and track how the infection 

spreads. If such a witness is present, the characters 

might discover it, which could lead them back to 

Ladislav as the source of these horrors. 


Profit on Intel. If the characters stumbled upon 
the town, they can bring the information to a local 
lord who will reward them with 250 gp for their 
assistance and possibly task them to investigate 
further. See below. 

Further Investigations. The characters may have 
questions about the plague’s origin. A follow-up 
investigation can be used as the hook into future 
adventures. If you choose not to use Prince 
Ladislav’s plot аз a source for the Withering 
vampires, you can create an alternate origin of your 
own. Is it a vampire making a play for power? A 
dark cult worshiping a demon trapped in the 
Domains of Dread? Maybe a local lord trying to 
destabilize the region for their own gain? 
Cleaning Time. One of the characters is infected 
with the Withering, and the characters must 
discover a way to cure them if they do not have the 
remove curse or greater restoration spell. 

The Children. If the characters find the children 
hiding beneath the inn, Dasilka Minrovan (Alexi’s 
wife) can offer to take them in. She knew the inn’s 
owners and some of the other families in 
Rothsville, and the children recognize her as a 
friend. 


REWARDS 


When using the XP Character Advancement 
method, award normal XP for combat, and if they 
survived the withered vampires, award additional 
XP equal to a deadly encounter (see chapter 3 of the 
Dungeon Master's Guide). 

They can also collect their reward with either the 
lord or Dasilka, and if none of these hooks were 
used, any authority figure will pay the party 250 gp 
for the information on the withered vampires and 
the Withering. 


WITHERED VAMPIRE 


Withered vampires are the undead test subjects of 
the vrykolaka vampire Prince Ladislav, created 
through a combination of his blood, necromantic 
magic, and powerful alchemy. They retain no 
memories of their former selves and are driven by a 
primal hunger for blood. Like the gait of the 
plague-ridden vampire type from which they are 
spawned, their movements are jerky and 
unnatural—but brutally fast. 


,% 


Constant Hunger. Withered vampires аге driven by 
a constant need for fresh blood to sustain 
themselves. While they will happily eat animals, 
they prefer humanoid blood. But no matter how 
much blood a withered vampire consumes, their 
thirst can never be satisfied. 


Expert Trackers. A withered vampire is drawn to 
blood like a moth to flame. Their keen senses allow 
them to sniff out hidden targets, which they will 
pursue relentlessly. 


TACTICS 


Speed and Fury: A withered vampire relies on 
speed to chase down targets and is easily able to 
climb trees, buildings, cliffsides. It is best to stand 
your ground, rather than run from withered 
vampires. 


Simple Ambush: A withered vampire is not 
intelligent enough to create elaborate plans, but a 
group can work together to set up simple 
ambushes, such as pushing over a tree to block a 
road or hiding in the canopy to surprise their 
targets. They are eager climbers and like to drop 
down on prey from above. 


Pack Hunters: Withered vampires are not social 
creatures, but will work together to overwhelm 
large targets. 


WITHERNG VAMPIRE М 


Medium undead, chaotic evilt 


Armor Class 13 
Hit Points 32 (548 + 10) 
Speed 35 ft., climb 35 ft. 


STR DEX CON INT WIS CHA 
16(+3) 16(+3) 14(+2) 6(-2) 7 (-2) 2(-4) 


Saving Throws Wis +0 

Skills Perception +2, Stealth +5 

Damage Resistances necrotic; bludgeoning, piercing, 
and slashing from nonmagical, nonsilvered attacks 

Damage Immunities poison 

Condition Immunities charmed, frightened, poisoned 

Senses blindsight 60 ft., passive Perception 12 

Languages — 

Challenge 2 (450 XP) 

Ge 

Withered Curse. A humanoid killed by a withered 

vampire's bite attack, rises as a withered vampire at 

the end of that creature’s next turn. 


Relentless Hunter. Creatures provoke opportunity 
attacks from the withered vampire even if they take 
the Disengage action before leaving its reach. 


Created for a Purpose. A withered vampire is created 
by alchemy, and its creator has power over it and all 
other withered vampires it spawns. It obeys the 
commands of the alchemist who created it or created 
the initial source of its infection. If the alchemist is on 
the same plane of existence as the withered vampire 
and calls it, the withered vampire returns to the place 
where the infection that created it began. 


Vampire Weakness. The withered vampire has the 
following flaws: 

Blinding Herbs. The withered vampire cannot use its 
blindsight, and is considered blinded, while within 10 
feet of openly exposed garlic or anise. 

Sunlight Hypersensitivity. The withered vampire takes 
10 radiant damage when it starts its turn in sunlight. 
While in sunlight, it has disadvantage on attack rolls 
and ability checks. 


AcTIONS 


Mulitattack. The withered vampire makes one bite 
and one claw attack. 


Claw. Melee Weapon Attack: +5 to hit, range 5ft., one 
target. Hit: 5 (1d4 + 3) slashing plus 2 (1d4) poison 
damage. The target must succeed on a DC 12 
Constitution saving throw or be infected with the 
Withering. 


Bite. Melee Weapon Attack: +5 to hit, range 5ft., one 
target. Hit: 6 (1d6 + 3) piercing damage plus 2 (1d4) 
poison damage. The target must succeed on a DC 12 
Constitution saving throw or be infected with the 
Withering. 
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